HOW TO CATCH A UNICORN 

DE-RISKING CREATIVI^ 

GDC Next 
November 4, 2014 
Los Angeles 
Joost van Dreunen 



How to Catch a Unicorn: De-Risking Creativity | Copyright © 2014 Joost van Dreunen | joost@superdataresearch.com 






Who I am 



How to Catch a Unicorn: De-Risking Creativity 


Copyright © 2014 Joost van Dreunen | joost@superdataresearch,com 


Who I am 




How to Catch a Unicorn: De-Risking Creativity | Copyright © 2014 Joost van Dreunen | joost@superdataresearch,com 


Who I am 





How to Catch a Unicorn: De-Risking Creativity | Copyright © 2014 Joost van Dreunen | joost@superdataresearch,com 




Joost Rietveld 


“Being creative is not necessariiy a unique virtue. 
“The myth of the angsty artist is buiishit.” 
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Try to minimize risk at the onset of your project 
by carefuiiy identifying reievant parameters that 
infiuence your design and deveiopment process. 
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Customers 
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Organization 
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The gun-for-hire conundrum is real 


“Our business model is primarily focused on 
securing development budgets and revenue in 
order to develop titles that we either fully own or 
part own.” 


Who are your customers? 

GAME COMPANIES PREFER DIRECT-TO-CONSUMER DEVELOPMENT, AND FOCUS ON MOBILE AND TABLETS. 


"OUR MAIN CUSTOMERS ARE...” 


both equal 


consumers 

/ 


businesses 


Source: “De-risking game development in the digital era: four strategic questions every game company should ask itself.” Authors: Joost Rietveld and Joost 
van Dreunen. Page 9. 


Ontology of a game studio, part 1 
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★ Previous work experience in a reiated industry 

★ Win a programming competition for smartphones 
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Ontology of a game studio, part 1 


★ Previous work experience in a reiated industry 

★ Win a programming competition for smartphones 

★ Start a smaii office, team size = 4 

★ Some initiai success convinces famiiy member to 
invest, team grows to 25 

★ Seif-pubiishing isn’t working out, decision to move 
to work-for-hire and contract for major pubiishers 

★ Deveioping games for others aiiows survivai, but iittie 
growth, team size = 50 

★ Mobiie deveiopment unsustainabie 


“I could not see how we 
could make money on 
these games to cover our 
finances. The business 
modei was compieteiy 
broken...” 
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Ontology of a game studio, part 1 


★ Previous work experience in a reiated industry 

★ Win a programming competition for smartphones 

★ Start a smaii office, team size = 4 

★ Some initiai success convinces famiiy member to 
invest, team grows to 25 

★ Seif-pubiishing isn’t working out, decision to move 
to work-for-hire and contract for major pubiishers 

★ Deveioping games for others aiiows survivai, but iittie 
growth, team size = 50 

★ Mobiie deveiopment unsustainabie 

★ Business ioses momentum and starts to deciine, 
appiy for government funding, team size = 12 


“I could not see how we 
could make money on 
these games to cover our 
finances. The business 
modei was compieteiy 
broken...” 
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Who are your customers? 

GAME COMPANIES PREFER DIRECT-TO-CONSUMER DEVELOPMENT, AND FOCUS ON MOBILE AND TABLETS. 


"OUR MAIN CUSTOMERS ARE...” “OUR GAMES ARE TARGETED AT...” 



















New gamer audiences want more challenging games 


Average revenue per paying user (US, $) 
for social games 



Social Games 

$44.82 


New gamer audiences want more challenging games 


Average revenue per paying user (US, $) 
for social games vs. social casino games 


$66.32 



Social Casino 

Social Games 
$44.82 



NATASHA DOW SCHULL 











Finance 
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Money is expensive 
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Game industry funding options in summary 


Type 

Description 

Exampie 

Pros 

Cons 

Bootstrap 

Reduce cost to lowest possible 

► You 

► Total creative freedom 

► No accountability 

► Live at your mom’s, eat ramen 

► No accountability 
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Crowd-funding 

RPG AND ADVENTURE GAMES COUNT THE MOST PROJECTS AND RAISE THE MOST MONEY. 


$16,000,000.00 n 


$14,000,000.00 - 


$ 12 , 000 , 000.00 - 


$10,000,000.00 - 


$8,000,000.00 - 


$6,000,000.00 - 


$4,000,000.00 - 


$2,000,000.00 - 


$- 


Total Raised 
# of projects 











,C> 












<r 




80 


- 70 


- 60 


- 50 


40 


- 30 


- 20 


10 


Source: ICO Partners 
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Game industry funding options in summary 


Cons 


Description Exampie Pros 


Bootstrap 

Reduce cost to lowest possible 

► You 

► Total creative freedom 

► No acoountability 

► Live at your mom’s, eat ramen 

► No aooountability 

Crowd- 

funding 

Generate start capital by asking 
for money online 

► Kickstarter 

► Litmus test 

► Offer VIP swag rather than equity 

► Visibility might backfire 

► Concentrates around spec, genres 

Angel 

investor 

Weaithy friend invests their 
personal money 

► Grandma 

► Leniency 

► Can ask for more 

► Wagering a personai relationship 

► No relevant network 
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for money online 

► Kickstarter 
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Weaithy friend invests their 
personal money 

► Grandma 
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Government 

Grants and subsidies 

► Nat. Endowment 
for the Arts 

► Conditionally repayable loan 

► “weeks of paperwork” 


How to Catch a Unicorn: De-Risking Creativity | Copyright © 2014 Joost van Dreunen | joost@superdataresearch,com 




Type 


Game industry funding options in summary 


Cons 


Description Exampie Pros 


Bootstrap 

Reduce cost to lowest possible 

► You 

► Total creative freedom 

► No acoountability 

► Live at your mom’s, eat ramen 

► No aooountability 

Crowd- 

funding 

Generate start capital by asking 
for money online 

► Kickstarter 

► Litmus test 

► Offer VIP swag rather than equity 

► Visibility might backfire 

► Concentrates around spec, genres 

Angel 

investor 

Weaithy friend invests their 
personal money 

► Grandma 

► Leniency 

► Can ask for more 

► Wagering a personai relationship 

► No relevant network 


Government 

Grants and subsidies 

► Nat. Endowment 
for the Arts 

► Conditionally repayable loan 

► “weeks of paperwork” 


Offers (small) stipend, mentoring 

► Execution Lab 

► Access to resources 

► Compete for resources 

Incubator 

and resouroes to build prototype 

► NYU Game Center 
Incubator 

► Collective marketing effort 

► Surrender equity 
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Game industry funding options in summary 


Type 

Description 

Example 

Pros 

Cons 

Bootstrap 

Reduce cost to lowest possible 

► You 

► Total creative freedom 

► Live at your mom’s, eat ramen 



► No acoountability 

► No accountability 

Crowd- 

funding 

Generate start capital by asking 
for money online 

► Kickstarter 

► Litmus test 

► Offer VIP swag rather than equity 

► Visibility might backfire 

► Concentrates around speo. genres 

Angel 

investor 

Weaithy friend invests their 
personal money 

► Grandma 

► Leniency 

► Can ask for more 

► Wagering a personal relationship 

► No relevant network 


Grants and subsidies 

► Nat. Endowment 

► Conditionally repayable loan 

► “weeks of paperwork” 

Government 


for the Arts 




Offers (small) stipend, mentoring 

► Exeoution Lab 

► Access to resources 

► Compete for resouroes 

Incubator 

and resouroes to build prototype 

► NYU Game Center 

► Collective marketing effort 

► Surrender equity 



Incubator 



Publisher 

funded 

Provides neoessary capital to 
develop and launoh game 

► Big Fish, 6Waves, 
Kabam! 

► Financial security 

► Takes care of legal, marketing and other 
business activities 

► Expeots the lion share of revenues 

► Surrender IP 
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Type 

Description 

Exampie 

Pros 

Cons 

Bootstrap 

Reduce cost to lowest possible 

► You 

► Totai creative freedom 

► No accountability 

► Live at your mom’s, eat ramen 

► No accountabiiity 

Crowd- 

funding 

Generate start capital by asking 
for money online 

► Kickstarter 

► Litmus test 

► Offer ViP swag rather than equity 

► Visibiiity might backfire 

► Concentrates around spec, genres 

Angel 

investor 

Weaithy friend invests their 
personal money 

► Grandma 

► Leniency 

► Can ask for more 

► Wagering a personai relationship 

► No relevant network 

Government 

Grants and subsidies 

► Nat. Endowment 
for the Arts 

► Conditionaiiy repayabie loan 

► “weeks of paperwork” 

Incubator 

Offers (small) stipend, mentoring 
and resources to buiid prototype 

► Execution Lab 

► NYU Game Center 
Incubator 

► Access to resources 

► Collective marketing effort 

► Compete for resources 

► Surrender equity 

Publisher 

funded 

Provides necessary capital to 
develop and launch game 

► BigFish, 6Waves, 
Kabam! 

► Financial security 

► Takes care of iegai, marketing and other 
business activities 

► Expects the lion share of revenues 

► Surrender IP 

Venture 

Capital 

A fund takes the risk of investing 
in your company expecting a 
high return 

► Greycroft 

► Union Square 

► Ouickiy raise substantiai amount of capital 

► Possible industry network 

► Surrender equity 

► Expectation of buyout or I PC 

► Emphasis on acquisition 
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On what platforms do you offer your games? 

TODAY, MOST GAME STUDIOS DEVELOP FOR MOBILE AND TABLET, MAKING THIS A CROWDED MARKET. 
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On what platforms do you offer your games? 

TODAY, MOST GAME STUDIOS DEVELOP FOR MOBILE AND TABLET, MAKING THIS A CROWDED MARKET 


‘^CURRENTLY, WE (OR OUR 
PARTNERS) HAVE RELEASED 
GAMES FOR THE FOLLOWING 
PLATFORMS...” 


Tablet 



PC digital 
15 % 


Consoles digital 
10 % 


Consoles boxed 
9 % 



TV 

2 % 


Social 

8 % 


In-Browser 

8% 
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On what platforms do you offer your games? 

CASE STUDY: MAGMIC 



mobile, social, fun 


10 years in the making 


macmic 

2002 ^ ^ 2012 


2.2 million unique users monthly 


250 million games sessions monthly 

DDraaDDDD _ ^ ^ 
DDDDDDDDDD -Jj A 
□DODD 


750 years of playing time every month 


12,972 new Twitter followers in 2011 




2004 


Maqmk offk^ly laifKhes an^ 
gives away its first 'Maglets' 
fortheBiacfcBerrySSIOon 
www.maginic.coin 


By 2001, Magmic sinks its 
teeth into mobile gaming 
with the release of titles ike 
Ciibbage, Bass Assassin & 
Alien Lander for BlackBerry. 


2004 marks the release of 
Magmk's flagship franchise: 
Texas HokTem King. Two other 
successful games are also 
launched for BlackBerry. Spades 
& Medieval Kings Chess, along 
with Maqmk's soda! network 
Gamezone. The announcement 
of Breeders' Cup Horse Radnq 
is another maior milestone for 


2007 


Magmic launches a brand new 
website along with Texas HokTem 
King 2 and Medieval Kings Chess IL 
This is also the year that Sudoku 
goes live; bringing daily puzzle 
downloads to one of the most 
popular puzzle games in history. 


Magmk's CEO. John Criswick buys a ticket to 
space. Konami licenses Frogger to Magmic 
Bplay.coffl is launched becoming the first direct 
to consumer portal for BlackBerry content In 
addition, a whole slew of titles from Magmic hit 
nwbie phones everywhere. Magmic also launches 
two more original IPs [KaGlom & Brain Up] and 
starts to take mobile gaming to the next level 
Folowing the success of these titles, they also 
release Spider Solitaire. Proteus, & Euchre. 


Magmic launches its first BlackBerry Theme: Aqua. 
Vivendi and Magmic partner to bring Leisure SuH 
Larry, Caesar, and other great games to mobile 
devices. Magmic also lands a deal with Fundex to 
bring the popular card game Phase 10 to mobile 
devices and the popular retro game: Miner 2049er 
gets a graphical refresh on BlackBerry. 


Paramount and Magmic team up to create a mobile game 
based on the blockbuster movie: Eagle Eye. Magmk also 
collaborates with Hands On to launch: Guitar Hero 3: Mobile. 
The third installment of Texas HokTem King is released 
along with Boulder Dash Rocks! and Big Kahuna Words. 

In addition, Magmk releases the world's first animated 
BlackBerry theme: Saltwater and what would later be, the 
world's alHime best seling BlackBerry theme: iBerry 2.0 
Today Phis. 


Apple Apple Apple. Magmk jumps head first into the competitive 
market of the ITunes App Store and reaps the rewards. 7 titles 
are launched inducing the very successful The New York Times 
Crosswords and Phase 10. Ka^lom! also becomes the m Free 
App in Japan. The Magmk themes team has a banner year as they 
release Solar Slideshow; the world's first rotating walpaper.The 
Weather Network the world's first integrated weather theme, 
officially bcensed NBA themes, and the popular IWidgets theme. 


2010 


Early in the year an exclusive partnership with AT&T and RIM opens doors 
for Magmk. The exclusive 'early bird access' for the BlackBerry 9800 
Torch is put to good use and 25^ titles are up on the AT&T store for day 
one of the handset release. Magmk also releases the iBerry 4 theme and 
has the highest one day product sales in Magmk history. Also, Fundex and 
Magmk release the official Rubik's Cube app for iOS and BlackBerry 
devkes. Magmk also makes its first foray into the Android Marketpiaco 
with multiple releases. To top it off, the greatest mobile poker franchise 
receives its best update with the fourth installment THK Uve. Always 
free, and always connected: poker at its best! 


MoonFaze 


Cribbaqe 


THK Live hits 1,000,000 users on BlackBerry, Ruble's Cube IOS gets Foursquare integration and Magmk 
unleashes Miner 2049er on ITunes. Phase 10 hits 400,000 users on iOS, reaches the N2 Card Game in the 
IT unes App Store and the #1 Paid Game in the German App Store. Magmk reieases multiple games for Android 
phone and tablet users including THK Live and The New York Times Crosswords. The New York Times 
Crosswords also gets released on the BlackBerry Playbook. Amazon App Store for the Kindle Fire, and the 
Barnes & Noble store for the Nook. The themes team stays busy releasing IWidgets Free Trial: the workTs first 
trial with an upgrade, Space: 1999, Doodles, Nightlife, and many other popular themes. They are also the first to 
market with BlackBerry 0S7 themes suprising many in the BlackBerry community. 


Medieval Kings Chess II 


Mqgks* 


Breeders' Cup Horse Racing 


.SUft» 


Texas Hold'em King 3 


Guitar Hero III 


After K) years in the mobie industry, 2012 is going to be a huge year with lots 
of new products scheduled to go to market Magmk is very exdted to present new ^ 

titles: Wave Crasher on K)S,KaH^l on BB10, Blackjack King on BlackBerry, IOS SFacebook, 
as wel as a yet to be titled iOS game featuring ground-breaking artist eepmon. We cant wait! 


Wiggles 


Curling Challenge 


Pro Golf Paradise 


Phase 10 


Ka-Glom! 


Euchre 


Spider Solitaire 




Stopwatch 


Miner 2049er 


Disco Bowling 


New York Times Crosswords 


fBerry Edge Zen 


Wave Crasher 


Biackjack King 


IBerry 2.0 Today Plus 


Phase 10 


IWidgets 


Street Taetks 


Proteus 


bplay.com (circa 2006) 


magmlc.com (circa 2007) 


magmic.com (circa 2005) 




mORE FUR 


OPTions 


0 Mas : (9 Unread) 


Cateixiar 
02/07 Be 


ITMICUv* Main Bot: P$«v«n7 won $9000 w*tt» 
Tro (04422) 

143:-.1ll iMk-'jgocd 
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On what platforms do you offer your games? 

CASE STUDY: VIRTUAL REALITY 
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“It is an anti-social technology, but we will 
support It to the extent It’s brought to market 
and it works for our games.” 

- Strauss Zelnick, CEO Take-Two Interactive 
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“It is an anti-social technology, but we will 
support It to the extent It’s brought to market 
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“VR would need to sell at least 1 million units to be viable 
for development.” 

- Ubisoft VP of Creative, Lionel Raynaud 
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“It is an anti-social technology, but we will 
support it to the extent it’s brought to market 
and it works for our games.” 

- Strauss Zelnick, CEO Take-Two Interactive 




We’ll pay 
for it! 




“VR would need to sell at least 1 million units to be viable 
for development.” 

- Ubisoft VP of Creative, Lionel Raynaud 
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Partners 
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Who are your partners? 

EVERYBODY NEEDS FRIENDS. 
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Who are your partners? 

SUSTAINABLE RELATIONSHIPS WITH GATEKEEPERS IS AN IMPORTANT STRATEGIO CONSIDERATION. 


PUTFORM HOLDERS/GATEKEEPERS 





PLAYSTATION® 

Network 




STEAM 

r> I r" w i.i 


Windows Phone 



How to Catch a Unicorn: De-Risking Creativity | Copyright © 2014 Joost van Dreunen | joost@superdataresearch,com 


Who are your partners? 

SUSTAINABLE RELATIONSHIPS WITH GATEKEEPERS IS AN IMPORTANT STRATEGIO CONSIDERATION. 

EXTERNAL MEDIA/IP HOLDERS 


FREMANTLEMEDIA 



B 


c 


A-: 



NETWORKS 
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Marketing: bundle up with other developers 

MOOCH OF EACH OTHER’S SUCCESS AND ADD A CHARITY FOR GOOD MEASURE. 



Total Payments $1,273,617 $1,826,972 $2,169,964 $2,373,879 $5,108,292 $2,048,785 $1,279,870 $2,631,566 $3,503,646 $2,233,910 

Purchases 138,813 232,855 372,399 435,251 599,003 316,282 200,593 448,996 715,013 475,355 

Average Purchase $9.18 $7.85 $5.83 $5.45 $8.53 $6.48 $6.38 $5.86 $4.90 $4.70 


Windows $8.05 $6.68 $4.89 $4.87 $7.98 $5.82 $5.99 $5.48 $4.62 $4.48 

Mac $10.17 $9.28 $7.73 $7.61 $9.99 $7.59 $7.01 $6.99 $6.04 $5.44 

Linux $14.42 $13.73 $12.00 $10.41 $12.5 $10.48 $8.62 $8.96 $7.50 $7.07 


Source: http://support.humblebundle.com/customer/portal/articles/281031-prior-bundle-statistics 
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Marketing: bundle up with other developers 

MOOCH OF EACH OTHER’S SUCCESS AND ADD A CHARITY FOR GOOD MEASURE. 




Humble Indie Bundle 

1 

2 

3 

4 

5 

6 

7 

8 

9 

11 

Total Payments 

$ 1 , 273,617 

$ 1 , 826,972 

$ 2 , 169,964 

$ 2 , 373,879 

$ 5 , 108,292 

$ 2 , 048,785 

$ 1 , 279,870 

$ 2 , 631 ,566 

$ 3 , 503,646 

$ 2 , 233,910 

Purchases 

138,813 

232,855 

372,399 

435,251 

599,003 

31 6,282 

200,593 

448,996 

715,013 

475,355 

Average Purchase 

$9.18 

$7.85 

$5.83 

$5.45 

$8.53 

$6.48 

$6.38 

$5.86 

$4.90 

$4.70 

Windows 

$8.05 

$6.68 

$4.89 

$4.87 

$7.98 

$5.82 

$5.99 

$5.48 

$4.62 

$4.48 

Mac 

$10.17 

$9.28 

$7.73 

$7.61 

$9.99 

$7.59 

$7.01 

$6.99 

$6.04 

$5.44 

Linux 

$14.42 

$13.73 

$12.00 

$10.41 

$12.5 

$10.48 

$8.62 

$8.96 

$7.50 

$7.07 


Source: http://support.humblebundle.com/customer/portal/articles/281031-prior-bundle-statistics 
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Ontology of a game studio, part 2 
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Months of research examining suooessful and failed games help to 
articulate the design parameters for your new mobile game: 

★No tutorial and low time to load the game 
★Physics-based game that was self explanatory to users 
★Expandable to other platforms, but could work as a standalone game 
on the iPhone 

★Easily recognizable icon for the App Store 
★Used the touch screen feature for the iPhone 
★The possibility to play for just one minute 
★Game that appealed to a large user base 

★Wordless game play, to appeal to a global audience without translation 
★The name described the action in the game 
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Mobile games market is entering its next phase 

AS THE MARKET MATURES AND SATURATES, MOBILE DEVS ADJUST THEIR STRATEGY. 


Worldwide mobile gaming revenue 

28.2B 

$17.7B 


Rest of world 
Europe 

North 

America 

Asia 



2013 


201 4E 


201 5E 


201 6E 
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Celebrity branding 




SHIMMER BODY LCmON 


LOTION SCINTILLANTT 
POUR LE CORPS 


100 mL G 3.4 FlO: 




EAU DE PARFUM SPRAY 
NATURAL SPRAY VAPORISATEUR 


SHIMMER BODY LOTION 
LOTION SCINTILLANTE POUR LE CORPS 


100 mL e 3.4 FI. Oz. 100 mL G 3.4 FI OzJ 



Ultimate Butt Body Sculpt 


Exempt from classification 



Butt Blasting Cardio Step 

Exempt from classification \ 


► 





IN YOUR 


JEANS 


FRDAY 


Amazing Abs Body Sculpt 

I I iii|ii liiiiii 1 1 1 ilii iiiiiii 







Spring Fashion Week 







GET READY TO SUIT UP! 



<-r 





Revenue 
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How do you generate income? 

TO REDUCE RISK, MANY GAME STUDIOS EMPLOY MULTIPLE REVENUE MODELS AT ONCE. 


Units sold 

Downloadable content / In app-purchases 

Project based / Work for hire 
Revenue share / Royalties 
Micro transactions 
Virtual currencies 
In-game advertising 
A revenue share as part of games bundles 
Around game advertising (e.g. banners, 

bumpers) 

Selling game related content (e.g. licensing) 

Subscription fees 
Pre-orders (incl. Kickstarter) 

Pay what you want 
Pay-per-play 
User generated content 
Selling player details / information 




HOW SMART COMPANIES 
USE FREELOADERS TO 
FIND iU PER FANS 

NICHOLAS LOVELL 


1^^ 1^^ 1^^ ^ i'^^ r^i 

1^ i#i 



Making Money From Games You Give Away 


WILL LUTON 



MONETIZATION METHODS AND MECHANICS 

TIM FIELDS 
BRANDON COTTON 
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What type of organization do you want to be? 
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De-risking game 
development in the 
digital era. 


Four strategic questions every game company 
should ask itself. 


Results and findings from a detailed survey study among 41 UK-based game companies 
in addition to five in-depth case studies, with a focus on evolving customer preferences, 
value creation, popularity of certain platforms and the ways in which income is generated 
from interactive entertainment. SuperData acknowledges the support and input from UKIE 
during the execution of the underlying research for this report. 
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SUPERDATA 

digital games market intelligence 
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Thanks! 

joost@superdataresearch.com 

@joosterizer 

@_SuperData 

/gdc-next 



